CONTRACT RUMMY
claims it, the card goes to the one nearest to the left of the
player who made the discard.
But, whoever claims the card (except, of course, the
player who refused it) must also draw the top card of the
stock. He does not make a "discard. After the card has been
claimed, the turn to play goes back to the player whose
regular turn it was. He may either take the new top card
of the discard pile or draw from the stock. The play cons
tinues as described if he also refuses the new top card of the
discard pile.
Some permit the player who refused the top card of the
discard pile in his regular turn to claim that card if he
wishes, after he has drawn from the stock, provided that no
one else has claimed it. He must draw another penalty card
from the stock in that case and may make no discard.
If a player has already made the melds required for that
deal, he may exchange for a joker (or wild card) in his
regular turn. He makes this exchange by replacing the
joker (wild card) in any meld on the table with the natural
card it represents. Some permit the exchange only if the
joker (wild card) is part of a sequence. But most players
permit the exchange, no matter what kind of a meld the
joker (or wild card) is part of.
When the required number of contract deals have been
played, the game returns again to the requirements of deal
1, etc.
If the stock is exhausted before any player fulfills the
contract for the deal, the discard pile is shuffled and turned
over again to form a new stock. The top card is turned up
to begin the new discard pile.
A player may lay down a meld (or melds) whenever his
Melding    ^urn comes. He may lay off on any melds, including his own,
d Laying    and may make as many lay-offs as he is able to.
Off       But many do not permit lay-offs until a player h?as ful-
filled the contract requirements in melds.
In the last deal, a player wishing to go rummy miMst meld
all his cards in the contract requirements and maiy not lay
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